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(71) We, BELL-FRUIT MANUFAC- 
TURING COMPANY LIMITED, a British 
Company, of Leen Gate, Lenton, Nottingham, 
NG7 2ND, do hereby declare the invention, 
5 for which we pray that a patent may be 
granted to us, and the method by which it is 
to be performed, to be particularly described 
in and by the following statement:— 
This invention relates to a gaming machine 
10 of the kind which allows a player to play a 
game and awards a prize if a predetermined 
result is obtained. 

A commonly known machine of this kind, 
called a fruit machine, displays a combination 
15 of symbols to the player and operates in a 
random manner to change the displayed com- 
bination during each game, the machine award- 
ing prizes according to the nature of this final 
displayed combination. Fruit machines ^ have 
20 been modified so as to incorporate a "hold 
feature", whereby any one of the symbols 
displayed at the beginning of a game can be 
prevented from being changed so that this 
symbol appears in the final displayed com- 
25 bination. Fruit machines have also been modi- 
fied so as to incorporate a "nudge feature' , 
whereby the player can change any one of the 
symbols in the final displayed combination by 
replacing this with another symbol which is 
30 also visible to him. Typically, each symbol of 
the displayed combination is mounted on a 
separate reel or disc with a plurality of others, 
and the displayed symbol and one next to it 
are both visible and the former can be re- 
35 placed by the latter by indexing the reel or 
disc one symbol spacing. • 

A gaming machine according to the present 
invention comprises display means that oper- 
ates during each game to display a first com- 
40 bination of symbols, each of which is selected 
at random from a fixed number of symbols, 
and manual control means that is operable by 
a player during a game so as to change said 
first combination of symbols displayed by 
45 said display means during that game, said 
manual control means enabling each of one 
or more of said symbols of the first combina- 



tion to be re-selected from all of said fixed 
number of symbols. 

The machine may be adapted so that there 50 
is just one set of prize-winning combinations 
and the player operates the manual control 
means in an attempt to convert a non-prize- 
winning, first selected combination of symbols 
into a prize-winning combination of symbols. 

Alternatively, the machine may be adapted 
so that there is one set of prize-winning com- 
binations which is effective for the first selected 
combination of symbols, and a second, different 
prize-winning combination of symbols which 60 
is effective when the manual control means is 
operated, the object of operating the manual 
control means being to attempt to produce the 
second prize-winning combination of symbols 
or one of them. In this embodiment, the game o5 
played on the machine can be considered as 
two games, that is, a main or primary game 
and a subsidiary or secondary game which is 
available at no extra cost to the player. 

The manual control means may be operative 70 
during each and every game or only during 
some games; in the latter case, the manual 
control means being operative only during 
randomly selected games or only during those 
games that result in a particular first selected 75 
combination of symbols. 

When operative, the manual control means 
may be such as to allow a predetermined 
maximum number of symbol changes to be 
made or to allow an unlimited number of 80 
symbol changes to be made in a predeter- 
mined time. ■ " 

Replacement of a symbol of said first 
selected combination of symbols with another 
symbol may take place in a completely 85 
random manner. Preferably, however, the 
manual control means is such, as to allow 
the player to exercise some skill in attempting 
to determine .the next symbol to be displayed. 
For example, if the display means comprises 90 
a set of symbol carrying reels or discs which 
are spun and stopped to produce the first 
selected combination of symbols, the manual 
control means may comprise a separate control 



switch for each reel which, when operated, 
causes the reel to re-spin and stops .die reel 
when released so that the player can watch 
tne spinning red and attempt to release the 

time to stop 

tne reel with it displaying a particular desired 
symbol. 

The invention will now be described by way 
of example with reference to the accompany- 
10 mg drawings in which:— 

Figure 1 is a schematic front view of a 
fruit machine according to the invention, 

figure 2 is a circuit diagram showing part 

15 SS^gSt*"** ° f fnrit —** 
Figure 3 is a circuit diagram showing part 
of the control circuitry of an alternative fruit 
mj 5££ me a f cordin S to <&e invention. 
The fruit machine shown in Figure 1 has 
20 display means comprising a set of three rotat- 
able co-axial reels Rl, R2 and R3, each of 
wnicn carries a plurality of symbols S around 
its periphery and displays a corresponding 
symbol in a display window W in each of a 
Z$ plurality of stop positions, the reels thereby 
displaying a combination of symbols in a row 
in the display window when stationary. The 
reels are spun and stopped in random stop 
positions during each game on the machine 
30 so as to display a first combination of symbols 
in the display window, and a prize is awarded 
if this combination corresponds to any one of 
a set of prize-winning combinations that can 
occur. The reels are driven by an electric 
35 motor which is connected to each reel through 
a respective slipping clutch, and starting and 
stopping of each reel is controlled separately 
by a respective solenoid-operated latch member 
which, for each stop position of the reel, en- 
40 gages a respective notch in the periphery of 
a disc that rotates with the reel. The electric 
motor, clutches and latch members are not 
shown as these may all be of well known 
construction such as used in conventional fruit 
45 machine reel mechanisms. 

A programmer controls the operating 
sequence of the machine, including the detec- 
tion of player credit produced by the insertion 
£ f a token or coin into a coin slot mechanism 
50 C of the machine, the detection of a start 
signal produced by the player operating a 
start button B to commence a game, the spin- 
ning and stopping of the reels, the detection 
of any prize-winning combination of symbols 
55 displayed by the reels, and the award of an 
appropriate prize for any detected prize- 
winning combination of symbols. The pro- 
grammer in this embodiment takes the form, 
of a cam timer, and Figure 2 shows three 
60 of the cam switches CS1, CS2 and CS3 of 
the cam timer that control the latch members 
of the three reels Rl, R2 and R3 through the 
solenoids LI, L2 and L3, respectively, ener- 
gisation of each solenoid causing the associated 
65 latch to disengage the reel with which it co- 
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operates so that the latter is freed to rotate. 

The fruit machine also incorporates the 
known idea of a 'hold feature* whereby a 
player can prevent any of the reels from 
rotating during a game by operating selected 70 
hold buttons HI, H2 and H3 at the beginning 
of the game. Each hold button HI, H2 and 
H3 is operatively associated with a respective 
reel Rl, R2 and R3 through a switch HI, 
H2 and H3 (Figure 2) that controls ener- 75 
gisation of a hold relay HR1, HR2 and HR3 
having switch contacts HR1 — 3, HR2 — 3 
and HR3— 3 in the energization circuit of 
the solenoid LI, L2 and L3 controlling the 
respective reel latch. The fold feature* is 80 
made available at random during succcessive 
games by random selector means (not shown) 
that controls energisation of an anti-hold relay 
with switch contacts AH. At the beginning 
of each game, the anti-hold relay is either 85 
energised or de-energised depending on opera- 
tion of the random selector means in the pre- 
vious game, and if energised, it closes toe 
switch contacts AH in the energization cir- 
cuit including switch contacts F — 2 to the hold 90 
switches HI, H2, H3, and indicates to the 
pyayer by means of indicator lamps IH that 
the *hold feature* is available in the game 
that he has paid for and is about to play. 

If the 'hold feature* is not available at the 95 
beginning of a game, the anti-hold relay is de- 
energized and its switch contacts AH assume 
the state shown in Figure 2 in which they 
disconnect the positive supply from the hold 
switches HI to H3, thereby rendering the 100 
latter ineffective in energising the hold relays 
HR1 to HR3. Thus, when the player initiates 
a game by operating the start button B, the 
cam .timer closes all three cam switches CSV 
CS2 and CS3 simultaneously, and thereby 105 
completes the energisation circuits through the 
hold relay switch contacts HR1 — 3, HR2 — 3 
and HR3 — 3 to energise the reel latch sole- 
noids LI, L2 and L3. All three reels are there- 
fore released and begin spinning. "Later in "the 110 
macmne cycle, the cam switches CS1, CS2 
and CS3 are opened one after the other and 
as a result each energisation circuit in turn is 
broken and each reel in turn is brought to a 
stop by release of the associated reel latch. 115 

On the other hand, if the 'hold feature' is 
available, the anti-hold relay is energised and 
the switch contacts AH are closed, thereby 
connecting the positive side of the supply to 
the three hold switches HI to H3. Pressing 120 
of a hold button, for example, button Hi will 
therefore close the associated hold switch HI 
and complete the energisation circuit to the 
hold relay HR1. Energisation of the hold relay 
HR1 causesits three switch contacts HR1 — 1, 125 
WKi— 2, HR1 — 3 to change over from the 
states shown in the Figure to the opposite 
states; the switch contacts HR1 — 1 .thereby 
completing a relay holding circuit via 
switch contacts F— 1, FS— 1 and FT J 30 
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that holds the hold relay IIR1 energised 
when the hold button HI is released, 
the switch contacts HR1 — 2 thereby con- 
necting the switch contacts F— 2 and F— 3 
5 to the switch contacts HRl— 3, HR2— 3 and 
HR3— 3, and the switch contacts HRl— -3 
thereby disconnecting the cam switch CS1 
from the reel latch solenoid LI and connect- 
ing the latter to the switch contacts F— 2 and 
10 F— -3 via the switch contacts HRl— 2. The 
lauer connection is of no effect because of 
the state of switch contacts F— 2 and F — 3 
when the 'hold feature 1 is operative, and thus 
the only practical effects of operating the hold 
15 button HI is to energise the hold relay HR1 
which holds itself energised and disconnects 
the latch reel solenoid LI of cam switch CS1. 
Therefore, subsequent closure of cam switch 
following initiation of a game by operation 
20 of the start button B as described above, does 
not cause energisation of the latch reel sole- 
noid LI and as a result the latch member 
holds the reel Rl stationary during the game 
whilst reels R2 and R3 are spun. 
25 This basic arrangement of the hold relays 
controlling the reel latch solenoids is already 
known. However, the illustrated machine 
differs from the known fruit machines in that 
it is adapted so that under certain conditions 
30 the hold buttons HI to H3 can be operated, 
not to hold the reels Rl to R3, but instead 
to cause each associated reel to spin. This 
change in the function of the hold buttons is 
used to allow one or more of the reels to be 
35 re-spun following random selection of a first 
combination of symbols during a game. In 
particular, this "re-spin feature" is made avail- 
able as a special feature when said first selected 
combination of symbols corresponds to a 
40 special combination of symbols. The player is 
then given a preset length of time in which 
he can re-spin any of the reels as many times 
as he can manage in an attempt to display a 
special prize-winning combination of symbols 
45 in window W, the circuitry being arranged so 
that the reel associated with each hold button 
re-spins only while that button is depressed, 
thereby enabling the player to use some skill 
in attempting to produce said special prize- 
50 winning combination of symbols. 

The win detecting means that detects the 
normal prize-winning combinations of symbols 
that can occur in the first selected combination 
of symbols, also detects the occurrence of the 
W special combination of symbols triggering the 
re-spin feature". Once this special combina- 
tion of symbols is detected, a special feature 
lamp IF (Figure 1) is lit and a feature relay 
is energized, which interrupts operation of the 
60 cam timer whilst energised and causes switch 
contacts F — 1 } F— 2 and F — 3 (Figure 2) to 
change over from the states shown to the 
opposite states. Switch contacts F— 1 now 

c &> u ?t^ lcuft w hoId rela y s 

65 HR1, HR2 and HR3, switch contacts F— 2 



disconnect the hold switches HI, H2 and H3 
from the anti-hold switch contacts AH and 
instead connect the hold switches to the switch 
contacts F— 3, which in turn connect the hold 
switches to* the positive side of the supply. 70 
Thus, the hold switches are now powered 
independently of random selection of the 'hold 
feature', and the length of time for which the 
hold relays are energised is made direcdy 
dependent on the time for which the hold 75 
switches are then depressed. 

Operation of a hold button, for example, 
button HI, closes the associated hold switch 
HRl and energises the hold relay HR1. The 
hold relay switch contacts change over to the 80 
opposite states to those shown in Figure 2. 
Change over of the switch contacts HRl— 1 
is of no effect because switch contacts F — 1 
have already broken the holding circuits to the 
hold relays, but change over of the switch 85 
contacts HRl — 2 and HRl— 3 serves to con- 
nect the positive supply through switch con- 
tacts F— 3 to the reel latch solenoid LI causing 
the latter to be energised and to release the 
associated latch member so that the reel Rl 90 
spins. The solenoid LI remains energised and 
the reel Rl spins for as long as the hold button 
HI is depressed, and ceases when the hold 
button is released. 

It will be appreciated that the hold buttons 95 
can be operated in this way to spin any of the 
reels as many times as desired whilst the 
feature relay remains energised and its switch 
contacts F— 1, F— 2 and F— 3 are switched 
oyer. However, the feature relay is only ener- 100 
gised for a limited time, predetermined by a 
clock T that produces a display on the front 
of the machine (Figure 1). Commencement of * 
the limited time period is triggered by a feature 
start relay FS which is connected between a 105 
normally earthed output of the clock T and 
the switch contacts HRl— 2, HR2 — 2 and 
HR3 — 2 so as to be energised as soon as a 
hold button is first depressed. For example, 
if the hold button HI is the first operated, 110 
change over of the associated hold relay switch 
contacts HRl— 2 will energise the feature start 
relay FS, which will therefore change its switch 
contacts FS — 1 and FS — 2 to the opposite 
states to those illustrated. Switch contacts FS 115 
— 1 will then complete a holding circuit 
through switch contacts FT to hold the feature 
start relay FS energised, and the switch con- 
tacts FS— 2 start the clock T operating. Once 
the predetermined time period is completed 120 
the potential on the normally earthed output 
from the clock to the feature start relay is 
raised, thereby de-energising the latter relay 
and also de-energising the feature relay (not 
shown) so that the switch contacts FS— 1. 125 
FS-2 and F-l, F-2, F-3 all return to 
the illustrated state in which the hold buttons 
are disabled. 

In order to avoid any unnecessary delay 
should a player produce the special prize- 130 
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winning combination of symbols within said 
predetermined period of time, special detecting 
means is provided which operates only during 
said predetermined period and energises a 
5 feature stop relay (not shown) when it detects 
the ^occurrence of said special prize-winning 
combination of symbols on the stationary reels 
When energised, this feature stop relav opens 
its switch contacts FT to interrupt the holding 
10 circuit to the feature start relay FS, thereby 
de-energising the latter. Energisation of the 
feature stop relay also causes de-energisation 
of the feature relay so that the switch con- 
tacts all assume the illustrated positions in 
*a Figure 2 and the hold buttons are disabled. 
In order to positively suppress the detection 
of the special prize-winning combination of 
symbols whilst a reel is spinning, an inhibit 
relay IR is provided in series with the three 
20 hold relay switch contacts HR1 — 2, HR2— 2 
and HR3 — 2 so that it is only energised when 
none of the three 'hold buttons is depressed 
and only then operates associated switch con- 
tacts to allow detection of the special prize- 
25 winning combination of symbols. 

De-energisation of the feature relay disables 
the hold buttons as described above and also 
allows the cam timer to resume operation. The 
cam timer now initiates a second win detect- 
30 ing step in which the win detecting means 
selectively detects the special prize-winning 
combination of symbols if the player has been 
able to make die reels display this combination, 
any other normal prize-winning combinations 
35 of symbols being ignored during this second 
win detecting step. 

Typically, the special prize-winning com- 
bination of symbols comprises a row of three 
special symbols, the same special symbols 
40 being displayed by each reel in window W. 
A prize is awarded by the machine through 
a prize-dispensing mechanism D if tMs special 
combination of three symbols is displayed 
when the "re-spin feature" is available! Also, 
45 the win detecting means can be adapted so as 
to detect the occurrence of said special symbol 
on just one or two of the reels and to initiate 
the award of a lesser prize. 
As an example, the illustrated machine 
50 could be designed with a race thejme in mind, 
the special feature combination of symbols 
being the display of a starter's gun symbol 
on the two outer reels, and the special prize- 
winning combination of symbols that the 
55 player has to produce on the reels by operat- 
ing the hold buttons, being a row of three 
runner symbols, the time period allowed to 
produce this combination being the world 
record for the men's 100 metres (e.g. 10 
60 seconds) which is counted off on the clock 
display T. 

An alternative embodiment of the invention 
is illustrated in Figure 3 of the drawings 
in which three hold buttons HI to H3 are 
65 again used to control three respective reels, 



the same buttons being effective at different 
times either to hold the reels or to re-spin 
them, but the "hold feature" and "re-spin 
feature" are both made available in a random 
and mutually exclusive manner so that during 70 
any game played on the machine, the player 
may be offered the opportunity of either hold- 
ing one or more of the reels against rotation 
before initiating a game, or re-spinning one 
or more of the reels after they have been spun 75 
to produce a first selected combination of 
symbols. 

Hie basic arrangement of the hold switches 
HI to H3 in respective series circuits with 
the hold relays HR1 to HR3, and the reel latch 80 
solenoids LI to L3 in respective series circuits 
with cam switches CS1 to CS3 and switch 
contacts HR1— 2, HR2 — 2 and HR3 — 3 of 
the hold relays, is the same as that ol the 
first embodiment shown in Figure 2. Further, 85 
the embodiment of Figure 3 has an anti-hold 
relay with switch contacts AH and a feature 
relay with switch contacts F — 4 connected in 
series with the switch contacts AH in the 
positive supply line to the hold switches. Thus, 90 
as in the first embodiment, when the anti-hold 
relay and feature relay are de-energised the 
positive supply to the hold switches is broken 
and the bold buttons are rendered ineffective. 
However, if the anti-hold relay is energised, 95 
the positive supply is connected to the hold 
switches and operation of a hold button causes 
energisation of the associated hold relay, which 
■in turn holds itself energised through switch 
contacts HR1—1, HR2—1, HR3—1 and diV 100 
connects the associated reel latch solenoid from 
its cam switch so that the solenoid cannot be 
energised and the associated reel is therefore 
held against rotation. 

The embodiment of Figure 3 differs from 105 
the first embodiment in the arrangement of 
the switch contacts of the feature relay. These 
switch contacts include the three switch con- 
tacts F— -1 to F— 3 which are respectively 
connected between the hold switches HI to 110 
H3 and the hold relays HR1 to HR3 and 
have a connection to the reel latch solenoids 
LI to L3 so that energisation of the feature 
relay causes the hold switches to be discon- 
nected from the hold relays and connected 115 
directly to the reel latch solenoids. Operation 
of a hold button, for example, hold button 
HI, then completes an energisation circuit 
directly to the associated reel latch solenoid 
LI through the associated feature relay switch 120 
contacts F— 1, and the associated hold relay 
HR1 remains de-energised. 

Random selection of the "hold feature" and 
the re-spin feature" is achieved through 
operation of random selector means during 125 
each game which can energise either the hold 
relay or the feature relay or neither. 

Again, the "re-spin feature" is made avail- 
able for a predeterrnined period of time deter- 
mined by a timer (not shown) that controls 130 
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the time for which the feature relay is ener- 
gised. 

The prize-winning combinations of symbols 
that the player aims to display on the reels 
5 when operating the hold buttons to re-spin 
the reels may either be the normal prize- 
winning combinations or special prize-winning 
combinations different from the normal prize- 
winning combinations, only the latter being 
10 effective for the first selected combination of 
symbols, and only the former being effective 
after re-spinning the reels. 

In both of the illustrated embodiments, 
buttons ore used both for holding the reels 
15 against rotation and also for re-spinning the 
reels. However, it will be appreciated that in 
other embodiments the "hold feature" could 
be removed, the buttons then serving as re- 
spin buttons only. Hie illustrated embodiments 
20 can be modified in this way simply by dis- 
abling the anti-hold relay so that the switch 
contacts AH remain in the open state, as 
shown. Only the "re-spin feature" is then 
available and is effective when the feature relay 
25 is energised. 

In yet other embodiments of the invention 
the buttons HI to H3 may be adapted so as 
to stop the reels when operated during the 
"re-spin feature", the reels being automatic- 
30 ally re-spun at the commencement of the 
feature. Preferably, each button stops the 
associated reel only whilst it is held operated 
so that the reel can be re-spun a plurality of 
times by repeatedly operating and releasing the 
35 button until it displays a special prize-winning 
symbol, the reel then either being stopped 
automatically by symbol detection means or 
being stopped by a respective manual opera- 
tion. 

40 In yet other embodiments of the invention, 
instead of the "re-spin feature" being made 
available for a predetermined period of time, 
the number of re-spins of all the reels or of 
each individual reel may be limited to a pre- 

45 determined maximum number. This can be 
achieved in the illustrated embodiments by 
providing counting means in place of the timer 
to count the number of times the hold switches 
are operated and to de-energise the feature 

50 relay once a predetermined maximum number 
is reached. 

Further, in both those embodiments in 
which the "re-spin feature" is available for a 
predetermined period of time and those in 

55 which the number of re-spins is limited, said 
predetermined time period and said predeter- 
mined maximum number of re-spins may be 
varied at random from one game to the next. 
Further, it will be appreciated that although 

60 the invention has been described above with 
reference to fruit machines having a reel 
mechanism to produce a display of symbols 
and a cam timer to control the operating 
sequence of the machine, the invention is 

65 applicable to gaming machines generally hav- 



ing any form of display means and control 
means. 

WHAT WE CLAIM IS: — 

1. A gaming machine comprising display 
means that operates during each game to 70 
display a first combination of symbols, eacii 

of which is selected at random from a fixed 
number of symbols, and manual control means 
that is operable by a player during a game so 
as to change said first combination of symbols 75 
displayed by said display means during that 
game, said manual control means enabling 
each of one or more of said symbols of the 
first combination to be re-selected from all of 
said fixed number of symbols. 80 

2. A machine as claimed in Claim 1 in 
which the display means comprises a plurality 
of symbol display devices, each of which selects 
one of the symbols of said first combination 

of symbols by operating in a cyclic manne r 85 
to display said fixed number of symbols in 
succession and stopping at random to select 
the symbol displayed at the instant of stop- 
ping, said device operating again to re-select 
a symbol and being stopped under the control 90 
of said manual control means. 

3. A gaming machine as claimed in Claim 

2 in which the manual control means com- 
prises, a manually operable member for each 
display device displaying a symbol that is to 95 
be re-selectable, each operable member being 
such as to cause the associated display device 

to change its displayed symbol continuously 
whilst the operable member is held operated^ 
and to display the re-selected symbol when |00 
the operable member is released. 

4. A gaming machine as claimed in Claim 

3 in which each display device comprises a 
reel or disc that carries said symbols around 

its periphery and which is spun and stopped 105 
to display one of the symbols of said com- 
bination of symbols in a display window, 
rotation of the reel or disc being controlled 
by a latch member which releases the reel or 
disc for rotation when the associated operable 110 
member is operated. 

5. A gaming machine as claimed in Claim 

4 in which each operable member controls an 
electric switch connected in a series "circuit 
with an electrical actuator that operates the 115 
latch member. 

6. A gaming machine as claimed in any one 
of the preceding claims in which the manual 
control means is effective to allow said symbols 

to be changed only during some games. 120 

7. A gaming machine as claimed in Claim 
6 in which the manual control means is effec- 
tive only during randomly selected games. 

• 8 A gaming machine as claimed in Claim 
6 in which the manual control means is effec- 125 
tive only during games in which said first 
randomly selected combination of symbols 
corresponds to a predetermined special com- 
bination of symbols. 
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9. A gaming machine as claimed in any 
one of the preceding claims in which the 
manual control means has an alternative func- 
tion besides that of enabling one or more of 

5 the symbols of said first selected combination 
to be re-selected, the alternative function being 
effective only during* randomly selected games 
before the display means operates and being 
such as to enable the player to prevent one 
10 or more of the symbols of the displayed com- 
bination from changing when the display means 
subsequently operates to produce said first 
selected combination of symbols. 

10. A gaming machine as claimed in Claim 
15 9 in which the display means comprises a 

plurality of symbol display devices each of 
which displays one of said combination of 
symbols, and in which the manual control 
means comprises a separate manually opera- 
20 able member associated with each display 
device so as to control operation of die latter. 

11. A gaming machine as claimed in Claim 
10 in which each display device has an elec- 
trical actuator connected in a respective first 

25 control circuit including a first switch con- 
trolled by a switching device in a respective 
second control circuit including a second 
switch controlled by the manually operable 
member associated with the display device, 
30 .the arrangement being such that the machine 
controls both control circuits so that the first 
control circuit is effective to operate die dis- 
play device and thereby select a symbol for 
said first selected combination, and the second 

35 control circuit is effective, on operation of the 
manually operable member, to prevent the first 
circuit from operating die display device, 
operation of said manually operable member 
causing operation of the associated second 

40 switch and thereby operation of said switching 
device, which thereupon operates the associated 
first switch in the first control circuit and 
breaks the first control circuit to die electrical 
actuator of the display device. 

45 12. A gaming machine as claimed in Claim 
11 in which the switching device in the second 
control circuit controls a further switch in a 
holding circuit which operates to maintain the 
switching device operated once it has been 

50 operated by operation of the manually operable 
member. 

13. A gaming machine as claimed in Claim 
11 or 12 in which a two-way switch is con- 
nected between the switching device and the 

55 second switch in the second control circuit 
so that in one state'the two-way switch con- 
nects the second switch to the switching dev A ce 
for operation of the latter, and in the other- 
state the two-way switch connects the second 

60 switch through a suitable electrical connection 
directiy to the electric actuator of the display 
device for operation of the latter, the two-way 



switch being controlled by a selector device 
that determines which of said alternative func- 
tions the manual control means is to perform. 65 

14. A gaming machine as claimed in Claim . 
11 in which the first switch is a two-way 
switch that assumes a first state when the 
switching device in the second control circuit 

is not operated, and assumes a second state 70 
when the switching device in the second control 
circuit is operated, the two-way switch in the 
second state serving to connect the electric 
actuator of the display device to a selector 
switch that determines which of said alterna- 75 
rive functions the manual control means is to 
perform, the electric actuator only being oper- 
ated when the selector switch selects the symbol 
changing function rather than the symbol 
change prevention function. 80 

15. A gaming machine as claimed in Claim 
14 in which the switching device in die second 
control circuit controls a further switch in a 
holding circuit which includes a second selector 
switch ganged to the first mentioned selector 85 
switch so that the holding circuit maintains 

the switching device operated once it has been 
operated by operation of the manually oper- 
able member only if the first and second 
selector switches are selecting the symbol 90 
change prevention function rather than the 
symbol changing function. 

16. A gaming machine as claimed in any 
one of the preceding claims which includes a 
timer that allows the player a predetermined 95 
tune period during which he can operate the 
manual control means to re-select said symbols 

of the first selected combination as many times 
as he desires. 

17. A gaming machine as claimed in Claim 100 
16 in which said timer commences timing of 
said predetermined time period on the first 
operation of said manual control means. 

18: A gaming machine as claimed in any 
one of Claims 1 to 15 which includes a counter 105 
that limits the number of times a player can 
operate the manual control means to a pre- 
determined maximum number of times. 

19. A gaming machine as claimed in any 

one of the preceding claims in which the 110 
machine has only one set of prize-winning 
combinations of symbols. 

20. A gaming machine as claimed in any 
one of Claims 1 to 18 in which the machine 

has one set of prize-winning combinations of 115 
symbols which is effective for the first selected 
combination of symbols, and a second, differ- 
ent^ prize-winning combination of symbols 
which is effective when the manual control 
means is operated. 120 

21. A gaming machine substantially as 
herein described with reference to Figures 1 
and 2 or Figure 3 of the accompanying 
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